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FROM THE EDITORS 


THE FRIGHT STUFF 


hy do so many of us love be- 
ing scared? 

From ghost stories told 
around the campfire to the latest big- 
budget Hollywood slasher, horror has 
been a big part of how humanity enter- 
tains itself since time immemorial. Some 
researchers speculate that it’s all about the 
adrenaline rush, like we get from riding a 
roller coaster. Others theorize that horror 
excites us because it allows us to tap into 
our species’ buried instincts. After all, back 
in the hunter-gatherer days, we needed a 
healthy fear of the unknown—odds were 
good whatever went bump in the night 
really did want to eat us. 

Games, arguably, are the perfect me- 
dium for horror. Rather than just watching 
scary events unfold, you can actually expe- 
rience them, reacting and making choices 
in an attempt to stay alive. And though it 
wasn’t the first survival-horror game—most 
agree that honor belongs to Sweet Home, 
released for the Nintendo Entertainment 
System way back in 1989—Resident Evil 
is undoubtedly the most enduring series 
in the genre’s history. Since the original 
game launched on PlayStation in 1996, the 
zombie-filled saga has spanned dozens of 
games, spin-offs, and adaptations. 

This issue, we’re taking an in-depth look 
at the next chapter, Resident Evil Village. 
Partly a direct follow-up to Resident Evil 
7: Biohazard, and partly an homage to 


the enduringly popular Resident Evil 4, 
the game sends players to a chilly Eastern 
European village, where they’ll encounter 
all manner of hair-raising foes. Vampires, 
werewolves, an unrealistically buff Chris 
Redfield—where will it end? And more 
importantly, how will all this tie back into 
the series’ iconic zombies? We can’t wait 
to find out. 

Don’t worry, though. If spookiness isn’t 
your cup of tea, just about everything in 
the rest of this issue is about as far from 
scary as it gets. If you’re looking for the 
comfort of nostalgia, we’ve certainly got 
you covered. There’s an extended inter- 
view with a developer behind Mass Effect 
Legendary Edition, an extensive remaster 
of the space opera RPG trilogy millions of 
us originally played and loved back during 
the Xbox 360 and PlayStation 3 genera- 
tion. There’s also a preview of Final Fan- 
tasy VII Remake Intergrade, which brings 
Square Enix’s fresh take on one of the 
most beloved JRPGs of the late ’90s to the 
PlayStation 5, complete with an expanded 
story. That’s not to mention a few classics 
Nintendo is bringing back on Switch, which 
you can read about in the news section. 

Even the other new games featured in 
this issue feel downright cozy. What bet- 
ter way to relieve stress than with a few 
rounds on the virtual links in Mario Golf: 
Super Rush? And while it may have plenty 
of action, Kena: Bridge of Spirits sure 
looks like a family-friendly adventure with 
a heartwarming message of redemption at 
its core—some real Pixar vibes. 

Regardless of whether you play games 
to experience the thrills and chills of surviv- 
al, or to relax after a tough day, you can bet 
we'll have plenty of titles to interest you 
in every issue, so keep reading Walmart 
Gamecenter, the magazine that keeps you 
at the center of all things gaming. 


Josh Harmon and Mollie L Patterson 
EDITORS 
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GAMING NEWS, NUMBERS & GOSSIP 


NINTENDO GIVES THREE CLASSICS 
ASWITCH MAKEOVER 


hough remasters and remakes 

seem to be all the rage these 

days—just check out this very 
issue—one company has a longer track 
record of reviving its past projects than any 
other: Nintendo. Even before it was bring- 
ing upgraded versions of Wii U titles like 
Mario Kart 8 and Super Mario 3D World to 
the Switch, the Big N had a history of bring- 
ing its past back for new audiences. 

This year Nintendo will continue the 
trend with three more releases. First up is 
The Legend of Zelda: Skyward Sword HD. 
Fans of the series will remember the 2011 
Wii release as the last mainline title before 
the revolutionary Breath of the Wild. 

A more open-ended format relative to its 
predecessors arguably presaged the new 
direction for the series, but what it’s best 
remembered for are its motion controls. 


120 Frames per second you can 


now enjoy while playing Overwatch on 
Xbox Series X/S 


11 Years between Halo 3’s last map- 
pack release and the launch of Waterfall, 
a new official map coming to the game in 
The Master Chief Collection 


Rather than pressing a button to make 
Link swing his sword, the game instead 
required players to actually swing the Wii 
Remote. This proved a bit controversial 
at the time, and Nintendo appears to be 
acknowledging that with this new version. 

In addition to upgraded high-definition 
visuals, Skyward Sword HD will offer play- 
ers two control schemes. The first will use 
the Switch’s Joy-Con controllers for full 
sword-swinging motion controls, similar to 
the original release. The second will allow 
you to swing and aim by moving the right 
analog stick. That way you can enjoy full 
analog control—necessary for the game’s 
combat and puzzles—just with less wag- 
gling involved. 

The Legend of Zelda: Skyward Sword 
HD will launch July 16, exclusively on Nin- 
tendo Switch. 


15 Crossover characters—like The 


Mandalorian, Master Chief, and Kratos— 
in Fortnite’s Chapter 2: Season 5 


2013 Year EA last released a 


NCAA Football game—though a new entry 
is now in the works 


Next up are fresh takes on two games 
that Pokémon fans already know and love. 
Pokémon Diamond and Pokémon Pearl, 
first released in 2006 for the Nintendo DS 
handheld, are making a comeback. Now 
christened Pokémon Brilliant Diamond 


and Pokémon Shining Pearl, the pair of 
releases will allow you to revisit the Sinnoh 
region, with the full story and map intact. 

While the visuals have been upgraded 
from 2D sprites to fully rendered 3D envi- 
ronments and characters, the new games 
will sport the same familiar top-down 
view. That makes them much more faithful 
remakes than 2018’s Pokémon: Let’s Go, 
Pikachu! and Pokémon: Let’s Go, Eevee!, 
which dramatically overhauled the Game 
Boy’s Pokémon Yellow for the Switch. 

Pokémon Brilliant Diamond and Poké- 
mon Shining Pear! will arrive on Nintendo 
Switch in late 2021. 

You can check Walmart.com or your 
local Walmart store for more info on when 
and how you can pre-order. 
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BETHESDA AND ZENIMAXJOIN 


THE XBOX FAMILY 


Microsoft’s Xbox division has bought up 

a number of well-known studios in recent 
years, but the company has now finished 
its biggest gaming acquisition yet. ZeniMax 
Media—the parent company of Bethesda 
Softworks, id Software, and Arkane Stu- 
dios, to name a few—is now officially a part 
of Xbox, at a price of over $7 billion. 

The partnership is already bearing fruit, 
with 20 Bethesda games newly available 
on Microsoft’s Game Pass subscription 
service, but many fans are curious about 
what it means for the future. Will upcom- 
ing Bethesda games, like the spacebound 
RPG Starfield or the long-anticipated The 
Elder Scrolls VI still be cross-platform? 
Nothing’s certain yet, but during a round- 
table discussion celebrating the deal, 
Xbox head Phil Spencer said the goal is 


An 


“delivering great exclusive games.” Spen- 
cer did, however, leave some wiggle room 
for future releases to come to other con- 
soles, citing existing contractual obliga- 
tions or “legacy on different platforms” as 
potential reasons. He also noted that the 
Microsoft-owned ZeniMax will continue to 
support its existing games, like Fallout 76 
and The Elder Scrolls Online, regardless 
of platform. 

We’ll learn more in just a few months. 
Xbox has already announced that it’s in 
the planning phases for a big showcase 
event this summer, and that we can expect 
Bethesda titles to play a big role in that. 

In the meantime, you can pick up an 
Xbox Game Pass subscription and shop 
current Bethesda titles at Walmart.com or 
your local Walmart store. 


SONY TEASES FUTURE PLANS 
FOR PLAYSTATION VR 


Sony has confirmed that it’s hard at 
work on a next-generation successor to 
its PlayStation VR system. Though we 
haven’t seen the new headset just yet, 
PlayStation senior vice president of plat- 
form planning and management Hideaki 
Nishino confirmed it will offer improved 
resolution, field of view, and tracking, 
and will also streamline the experience 
by connecting to the console with just a 
single cable. 

The company will also release a new 
set of VR controllers, and we’ve already 
gotten a glimpse of these potential 
game changers. Whereas the existing 
PS VR relies on the PS Move control- 
lers—originally released for the PlaySta- 
tion 3—the new solution is a bespoke 
design with an orb-like form factor that 
incorporates some features of the PS5’s 
DualSense. 

Like that controller, Sony’s new VR 
tech features adaptive triggers, allow- 


ing games to alter the resistance on 
each trigger pull for added immersion. 
Each controller also features two face 
buttons, an analog stick, and a grip but- 
ton—the equivalent of the R1 shoulder 
button—on the inside, so you can more 
naturally grasp objects in VR. 

The new controllers also make a few 
improvements all their own. First, touch 
sensors will be able to track your index 
fingers, middle fingers, and thumbs, 
even when you’re not pressing a button, 
allowing for more detailed hand control. 
Second, a “tracking ring” at the bottom 
of each controller will offer a much 
subtler way to track hand position in 3D 
space than the Move controllers’ big 
glowing balls. 

We've still got a lot to learn about 
Sony’s plans for virtual reality, but in the 
meantime you can buy the current Play- 
Station VR and the latest games for it at 
Walmart.com or your local Walmart store. 


GAMINC’S NEXT BIG SHOWDOWN IS... GOLF? 


Back in the day, just about every major 
sport had a sim game from both 2K and EA, 
leading to some legendary rivalries as the 
two publishers tried to one-up each other 
every year. Recently, however, it’s felt more 
like the companies agreed to divide up 

the territory. The NBA 2K series won out in 
basketball, with the NBA Live series now on 
the backburner, and EA dominated football 
with Madden NFL. (Sony, meanwhile, won 
out on baseball sims with MLB The Show.) 
But recent announcements signal that the 
fierce rivalry is poised for a comeback, and 
in the least fierce sport of all: golf. 


“| am looking forward to 
making my return to the 
video game landscape, 
and with 2K and HB 
Studios, I’ve found the 
right partners to make it 
happen.” nicer woops 


In the 2K camp, we recently learned 
of two big moves to bolster its golfing 
franchise, PGA Tour 2K. First, the publisher 
announced that it acquired HB Studios, the 
developers behind the most recent entry 
in the series and previous golfing sim The 
Golf Club. 

Second, 2K revealed that it’s signed an 
“exclusive, long-term partnership” with the 
legendary Tiger Woods—the very same 
athlete who once lent his name to EA’s PGA 
Tour games. “I am looking forward to mak- 
ing my return to the video game landscape, 
and with 2K and HB Studios, I’ve found 
the right partners to make it happen,” said 
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G)PGATOUR 


Championship golf 


is coming home. oo 


Woods. “I’m honored to take part in this 
opportunity and look forward to sharing my 
expertise and insights as we build the future 
of golf video games together.” 

Not to be outdone, however, EA revealed 
that it’s finally returning with a golf sim of its 
own, EA Sports PGA Tour. The game, which 
will be the publisher’s first swing at golf 
since 2015’s Rory Mcllroy PGA Tour, will tee 
off on next-gen consoles and feature fully 
licensed PGA Tour golfers and events. 

“EA Sports and the PGA Tour have 
created some of the most memorable golf 
video game experiences together, and we 
couldn’t be more excited to expand our 
sports portfolio with a new golf title on 
next-gen hardware,” said Cam Weber, exec- 
utive vice president and general manager 
of EA Sports. “Our team of passionate golf 
fans is meticulously recreating the world’s 
top courses such as Pebble Beach, and we 
can’t wait to give fans the opportunity to 
compete on some of the most iconic PGA 
Tour courses and win the FedExCup.” 

We’re excited to see how this rivalry 
plays out on the virtual links, but one 
thing’s already certain: When developers 
compete to make better games, we all win. 

You can pick up PGA Tour 2K21 and 
other golf games at Walmart.com or your 
local Walmart store. 


SONY, RTS 
ACQUIRE 
FIGHTING GAME 
TOURNAMENT 
EVOLUTION 


In an unexpected announcement, 
Sony Interactive Entertainment has 
teamed up with new esports venture 
RTS to acquire the Evolution Cham- 
pionship Series organization. 
Founded in 1996, Evolution 
Championship Series—or “Evo” for 
short—has long been the premiere 
annual tournament for fighting 
games. While you can find titles 
in the genre on all platforms, the 
PlayStation 4 became a popular 
choice for both developers and fans 
last generation, and that looks to 
continue on the PlayStation 5. While 
this partnership between Sony, Evo, 
and RTS may have come as a bit of 
surprise, it’s a move built upon a lot 
of previously laid groundwork. 


For those who may worry what 
this might mean for Evo’s game 
selection every year, fear not. Rep- 
resentatives from both SIE and Evo 
have assured competitors that noth- 
ing will be changing about which 
games can and cannot run as official 
tournaments. 

This year’s Evo will take place 
over two weekends: August 6 
through 8, and August 13 through 
15. The games confirmed to be at 
the show so far are Street Fighter V: 
Champion Edition, Mortal Kombat 11 
Ultimate, Tekken 7, and Guilty Gear 
-Strive-. 
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PUBLISHER SONY INTERACTIVE ENTERTAINMENT / DEVELOPER HOUSEMARQUE / PLATFORMS PS5 / RELEASE DATE 04.30.2021 
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“In Returnal, we follow an Astra scout named Selene, who is bound by a mysterious signal Returnal IS, at Its co re, 

on a forbidden planet called Atropos. In the introduction we see how she crash lands ina a third-person shooter. 

dark forest of sorts and has to leave her spaceship to explore more. This just happens to y . s 
iphiias "Peale ire oe saan as It’s also roguelike, in 

be the exact place that she returns to upon each death, and this cyclical nature becomes js 

her biggest obstacle to conquer. As for its gameplay, Returnal is, at its core, a third-person that every time you 


shooter. It’s also roguelike, in that every time you start the game, the map and its content sta rt the ga me the 
y 
are different from your previous run, which makes things new every time. But it’s also very 


much a classic Housemarque game in the way the controls work and how the action is map and Its content 
directed. If you enjoy taking on a challenge while blasting aliens, then this is your game.” are different from your 


previous run.” 
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NIER REPLICANT VER.1.2247448 7139... 


PUBLISHER SQUARE ENIX / DEVELOPER TOYLOGIC INC. / PLATFORMS XBOX ONE, PS4, PC / RELEASE DATE 04.23.2021 


While 2017’s NieR Automata captured the hearts and minds of players around the world eye oe 
with its one-of-a-kind gaming experience, it was actually the second part of creator Yoko Square Enix IS gIVING the 
Taro’s series about a dark future for humanity. Now, Square Enix is giving the under- under-appreciated first 
appreciated first chapter of the saga a second chance through an ambitious new remake. cha pter of the Sa ga a 
NieR Replicant ver.1.22474487139... is based on the original Japanese version of the game, 

which features a side of the story that was never originally released outside of Japan. second chance through 
After a young girl named Yonah falls ill to the deadly Black Scrawl, her brother (rather than aN ambitious new remake. 


her father, as in the original Western version) sets off to find a way to save her. Much like 
its successor, NieR Replicant ver.1.22474487139... blends fast action, dramatic storylines, 
engrossing characters, and a rich world, all with Mr. Taro’s trademark narrative twists. 
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MLB THE SHOW 21 


PUBLISHER SONY INTERACTIVE ENTERTAINMENT / DEVELOPER SIE SAN DIEGO / PLATFORMS XBOX SERIES X/S, PS5, XBOX ONE, PS4 / RELEASE DATE 04.20.2021 


While every year’s model adds something new, this year’s installment of Sony’s baseball 
simulation series is making some interesting systemic strides. Not only is it the first time 
the franchise will be on the PS5, but it’s also coming to Xbox Series X/S and Xbox One, 
with all versions supporting crossplay across all systems. MLB The Show 21 will also be the 
first time you can use your custom ballplayer outside “Road to the Show” mode, while new 
difficulty options give you the ability to play the game in the manner that best fits your skill 
set. In addition, the PS5 version boasts haptic feedback through the DualSense controller, 
while it and the Xbox Series X/S editions have new intro presentations, as well as Stadium 
Creator. In this new mode, not only can you build your own ballpark for use in both the 
Diamond Dynasty and franchise modes, but you can also send them to friends. 


Not only is it the first time 
the game will be on the 
PS5, but it’s also coming 
to Xbox Series X/S and 
Xbox One. 


[TEEN 
Blood By Fo 
Mild Language 
Violence HOUSEMARQUE 
ESRB STUDIOS. 


© 2021 Sony Interactive Entertainment Europe. Developed by Housemarque Oy. 
“Returnal” is a registered trademark or trademark of Sony Interactive Entertainment 
LLC. ”PlayStation Family Mark”, “PS5 logo” and “Play Has No Limits” are registered 
trademarks or trademarks of Sony Interactive Entertainment Inc. 
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OUTRIDERS 


PUBLISHER SQUARE ENIX / DEVELOPER PEOPLE CAN FLY / PLATFORMS XBOX SERIES X/S, PS5, XBOX ONE, PS4, PC / RELEASE DATE 04.01.2021 


“Outriders is a third-person shooter role-playing game that’s about surviving and discov- “\Nhile it looks like a 
ering your powers on a hostile alien planet where everything has evolved to kill you. But 

while it looks like a loot shooter on the surface, something like Destiny or The Division, our loot shooter on the 
inspirations come more from such classic RPGs and dungeon crawlers as Diablo. Getting surfa ce, something like 


new loot and progressing your character is a key element, of course, but we have a strong . 5 ge ai 
Destiny or The Division, 

focus on RPG systems, an epic dark sci-fi story, and a leveling system that allows for a 3 : . 

wide variety of character builds and playstyles. There are two other things that really set Our inspirations come 

Outriders apart. The first is the feel of combat, that 50/50 balance of shooting and powers more from such classic 


in intense, hard-hitting battles. And the second is the freedom to build your character in 
different ways that fundamentally change your playstyle and approach to combat.” RPGs and dungeon 
7, BARTEK KMITA, CREATIVE DIRECTOR, PEOPLE CAN FLY crawlers as Diablo. 
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NEW POKEMON SNAP 


PUBLISHER NINTENDO / DEVELOPER BANDAI NAMCO STUDIOS INC. / PLATFORMS SWITCH / RELEASE DATE 04.30.2021 


With Pokémon Go a bit of a “Pokémon no” these days, people who like to find pocket 
monsters in the wild need some other way to catch them all, which makes this the perfect 
time to bring back Pokémon Snap. The long-awaited sequel to 1999’s N64 photo fest, 
New Pokémon Snap is a first-person action game in which you visit the islands of the 
Lental Region to take photos of different Pokémon in their natural habitat. You can even 
retouch your photos, changing the brightness and other aspects, in order to get the best 
possible shots for Professor Mirror, who’s hired you to help him figure out why some of the 
Pokémon and nearby plants are glowing. In addition, pokérazzi can also save their photos, 
upload them to friends, and even apply filters, frames, and stickers, while also using a 
NEO-ONE travel pod to reach previously inaccessible areas of the islands. 


People who like to find 
pocket monsters in the 
wild need some other 
way to catch them all, 
which makes this the 
perfect time to bring back 
Pokémon Snap. 


Games Shown: 
EVERYONE to EVERYONE 10+ 
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Additional games, systems and/or accessories may be required for multiplayer mode 
Games, systems and some accessories sold separately. 
Nintendo Switch Lite plays all games that support handheld mode. 


Game neir respect 
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XBOX WIRELESS HEADSET 


Game loud and clear with the Xbox Wireless Headset, surround yourself with spatial sound 
technologies including Windows Sonic, Dolby Atmos, and DTS Headphone:X. Auto-mute and voice 
isolation reduce background noise and allow for crystal-clear chat. The flexible, lightweight 
design with an adjustable headband makes for a more comfortable experience during extended 
play sessions while rotating earcup dials provide a quick and intuitive way to adjust volume 

and game/chat balance. Fine-tune your headset with the Xbox Accessories app for a customized 
audio experience. Pair directly to your console with Xbox Wireless radio without the need for 
dongles, cables, or a base station, and connect to your mobile device with Bluetooth® for 
on-the-go music or chat. 


XBOX ELITE WIRELESS CONTROLLER SERIES 2 


The Xbox Elite Wireless Controller Series 2 features over 30 new ways to play like a pro, 
including adjustable-tension thumbsticks, new interchangeable components, up to 40 hours of 
rechargeable battery life, and limitless customization with the Xbox Accessories app on Xbox 
One and Windows 10.* 


“Battery life varies significantly with additional accessories, usage, and other factors. Testing 
conducted by Microsoft using preproduction units. xbox.com/elitebattery. Xbox Accessories app 
features — including button mapping and profile configuration — are only available on Xbox One 
and Windows 10. Compatible with Xbox Series X, Xbox Series S, Xbox One X, Xbox One S, Xbox 
One, Windows 10, Android, i0S. Op- 

erating system updates: may 
be required. Go to xbox. 


com/xboxone/controller-OS 
for more information. 


HOT coecnaies 


PULSE 3D™ WIRELESS HEADSET 


Enjoy a seamless, wireless experience with a headset 
specifically fine-tuned to deliver 3D Audio made 
possible by the PlayStation 5 console. The PULSE 
3D wireless headset features a refined design 
with dual noise-cancelling microphones, built-in 
rechargeable battery, and an array of easy- 
access controls. 

Powered by Tempest 3D AudioTech, the 
PS5™ console can put you at the center of 
immersive soundscapes where it feels as if 
the sound comes from every direction 

Play in style with a sleek headset that 
perfectly complements the look of the 
PS5 console and features refined 
ear pads and a headband strap for 
added comfort. 


DUALSENSE™ WIRELESS CONTROLLER 
BRING GAMING WORLDS TO LIFE 


Haptic feedback’ 

Feel physically responsive feedback to your in-game actions with dual actuators which replace 
traditional rumble motors. In your hands, these dynamic vibrations can simulate the feeling of 
everything from environments to the recoil of different weapons. 


Adaptive triggers’ 

Experience varying levels of force and tension as you interact with your in-game gear and envi- 
ronments. From pulling back an increasingly tight bowstring to hitting the brakes on a speeding 
car, feel physically connected to your on-screen actions. 
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1 Available when feature is supported by game. 


NINTENDO SWITCH™ LITE 


Introducing Nintendo Switch” Lite, a new version of the Nintendo Switch system that’s optimized 
for personal, handheld play. Nintendo Switch Lite is a small and light Nintendo Switch system at 
a great price. With a built-in +Control Pad, and a sleek, unibody design, Nintendo Switch Lite is 
great for on-the-go gaming. Nintendo Switch Lite is compatible with popular games such as Su- 
per Mario Odyssey”, Mario Kart™ 8 Deluxe, Super Smash Bros.” Ultimate, The Legend of Zelda": 
Breath of the Wild, and more. If you’re looking for a gaming system all your own, Nintendo 
Switch Lite is ready to hit the road whenever you are. 


NINTENDO SWITCH™ - NEON BLUE/RED 


Nintendo Switch is the hybrid home video game system from Nintendo. In addition to providing 
single and multiplayer thrills at home, the Nintendo Switch system can be taken on the go so 
players can enjoy a full home console experience anytime, anywhere. The mobility of a handheld 


is now added to the power of a home gaming system, with unprecedented new play styles 
brought to life by the two new Joy-Con controllers. 


RIG 7OOHX URBAN CAMO 
WIRELESS GAMING 
HEADSET 


The RIG 700HX Urban Camo deliv- 
ers a durable, ultra-lightweight 
wireless gaming headset. With 

a game/chat balance dial and 
adjustable mic monitoring, 
choose the precise levels that 
work for you. And with Dolby 
Atmos® for Headphones, 

you'll hear 3D audio that 

sweeps all around and above 


you —giving you the competitive 


edge you need. 


STEELSERIES ARCTIS 7X 
WIRELESS HEADSET 


The SteelSeries Arctis 7X Wireless headset is 
designed specifically for Xbox Series XIS with 
backwards compatibility for Xbox One 
and other platforms. It uses lossless 2.4 
GHz wireless audio for ultra-low latency 
gaming audio. It has 24-hour battery life 
for nonstop gaming, easy on-headset 
controls including ChatMix, a durable 
lightweight steel headband and 
adjustable elastic ski goggle band, 
and lossless ultra-low latency 
wireless connectivity. 


STEELSERIES ARCTIS 1 
WIRELESS HEADSET 


The Arctis 1 Wireless is a gaming-grade wireless 
headset designed for PC, PS5, PS4, Switch, and 
Android thanks to an innovative USB-C dongle 
design, making it perfect for gaming at home 
or on the go. Its sleek and lightweight design 
includes the same high quality speaker drivers 
and microphone tech as the critically ac- 
claimed Arctis 7. On-ear controls make it easy 
to mute the microphone or adjust volume 
directly on the headset, and a detach- 
able microphone allows it to transi- 
tion between a gaming 
headset and on-the-go 
headphones. The Arctis 
1 brings the award- 
winning performance of 
Arctis anywhere. 


RIG 7OOHS ARCTIC CAMO 
WIRELESS GAMING / 
HEADSET 

The RIG 700HS delivers a 

durable, ultra-lightweight 

wireless gaming headset. 

With a game volume and 

adjustable mic monitoring 

dials, choose the levels that 

work for you. High-sensitivity 

drivers with bass tubes deliver 

crisp, powerful sound, so you 

hear the game the way the 

designers intended. 
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RESIDENTEVIL 


VILLAGE 


VILLAGE OF THE DAMNED 


BY MATT CABRAL 


apcom’s Resident Evil 

series has been scaring the 

pants off players ever since 
those virally infected canines came 
crashing through the windows of 
the Spencer Mansion in the Arklay 
Mountains. 

Since introducing fans to those 
playful pups back in the original 1996 
game, the fright-filled franchise has 
spawned over two dozen entries, 
from numerous remasters, remakes, 
and reimaginings to more prequels, 
sequels, and spin-offs than you can 
shake a zombie arm at. 


—f4 


And while several of these follow- 
ups tweaked the survival horror 
series’ formula, it was 2017’s Resident 
Evil 7: Biohazard that saw the biggest 
departure from nightmare-conjuring 
norms. Practically a reboot, the game 
introduced a brand-new protagonist, 
shifted the series’ traditional pulled- 
out perspective to a zoomed-in, 
first-person camera view, and traded 
the established zombie-like threats 
for the Bakers, a sadistic backwoods 
family that wouldn’t look out of place 
breaking bread with the clan from The 
Texas Chainsaw Massacre. 


At the time, these shifts seemed 
like somewhat of a risk—maybe 
even desperate attempts to get 
the franchise back on track after 
the over-the-top, action-focused 
Resident Evil 6 failed to register with, 
many fans. But as anyone who has 
spent more than a hot minute high- 
tailing it from a crazed, axe-wielding 
Jack Baker will attest, Biohazard 
emerged as not only one of Resi- 
dent Evil’s absolute best outings in = 
recent memory, but also as a bar- < 
raising entry for horror video games 
as a whole. : 


XBOX ONE, PS4, PC 
RELEASE DATE 
05.07.2021 


“% ae Mi The game’s first-person 
: perspective and detailed vi- 
suals make every encounter 

a visceral affair. 


A WINTERS’ TALE the events of Biohazard and brings 
I'll come as little surprise then that the story of Ethan Winters to a close. 
- Capcom’s sticking closely to the last | Winters has been reunited with his 


ni A game’s spine-tingling template for wife, Mia. The two of them have put 
its next numbered entry, Resident the nightmares they endured at the 
Evil Village. While the upcoming Baker estate behind them to settle 
~~ chapter doesn’t technically include into a new, peaceful life together with 
AN we hs “8” in its title, the digit is stylized | their newborn daughter.” 
aes : as Roman numerals in the first four Of course, as Kawata divulged, 


WAN “letters of “Village.” But you needn’t Ethan and Mia won’t be happily play- 
Ay take our word for it, as veteran Cap- _ ing house for long. “A fateful encoun- 


vee com ‘producer Masachika’ Kawata ter with series hero Chris Redfield 

( se \ ‘confirmed the game’s sequel status _—_ leaves Ethan’s life shattered once 
while setting up its prémise for us. again. Chris kidnaps Ethan’s daughter 
_ “Resident Evil Village is very much and sets off a chain of events that 
a direct sequel to Resident Evil 7: leads Ethan to a snow-capped village 


Biohazard. \t’s set several years after in search of answers.” 


“Resident Evil Village i is very much a direct sequel to 
-\ Resident Evil 7: Biohazard and brings the story of 


Ethan Winters to a close.” 
MASACHIKA KAWATA, PRODUCER 
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NEW-HARDWARE HORRORS 


Thanks to Capcom’s cutting-edge, proprietary RE 
Engine, Village promises to be a visual stunner 
regardless of which platform you play it on. As 
Kawata explained, though, those who’ve upgraded 
to next-gen hardware will not only enjoy a few visual 
and performance perks, but maybe even a slightly 
scarier experience. 


“The latest generation of I The PS5’s 


consoles has allowed us to more Maiden demo 
freely develop a game where the provides a scary 
gameplay is exactly the way we peek at Village’s 
want it. It’s let us create stunning next-gen visual 
sound and visuals and reduce presentation. 


load times in a way that will allow 

players to get back into the action faster than ever. 
Players who own a PS5 or Xbox Series X/S will also 
be able to enjoy additional features, such as 4K visu- 
als and enhanced audio to maximize the immersion 
into the world of survival horror.” 

While Village won't begin infecting consoles until 
May 7, brave PlayStation 5 owners can get a sneak 
peek of its atmospheric art style and hyper-detailed 
graphics right now. A quick download of the Maiden 
demo offers a standalone look at the game’s setting. 
Although brief, the 20-or-so-minute slice of gameplay 
is a nerve-fraying delight. Beginning in a dungeon 
that’s essentially a museum of the most gruesome 
torture devices ever created, the demo eventually 
leads you into the castle. From there, a brief encoun- 
ter with Lady Dimitrescu and her horrifying offspring 
close the demo, leaving you both begging for more 
and afraid to go to sleep ever again. 

As effective as the preview is at making your 
skin crawl, Kawata cautioned it’s merely a taste of 
what’s to come. “Maiden is a visual showcase that 
gives players a sneak preview of how Resident Evil 
Village will look, sound, and feel. While it gives you 
an initial look at what the world will offer, the full 
game showcases this plus more, with its combat 
system and a story that will keep players at the 
edge of their seats.” 


For anyone who’s braved the 
series’ previous entries, it should 
come as quite a shock that periodi- 
cally recurring protagonist Redfield is 
suddenly swiping babies, especially 
since he made a heroic appearance 
at the end of Biohazard. According 
to Kawata, though, it seems this small 
wrinkle will play a significant role in 
the game’s expectedly twisty—and 
twisted—tale. “Ethan’s journey starts 
out with this tragedy at the very 
beginning of the story, at the hands 
of this well-known hero and a squad 
of masked men. But why Chris would 
go to such lengths to destroy Ethan’s 
life is shrouded in mystery and un- 
folds throughout the game.” 

While you’d have better luck 
discovering a T-virus cure than 
squeezing additional story details 
from Kawata, the cryptic producer 


— 


was more forthcoming with intel on 
the game’s fresh setting and atmo- 
sphere. “Players will navigate their 
way through a variety of locations, 
including the titular, snow-covered 
village and a mysterious gothic 
castle. The emphasis is really on the 
atmosphere, creating a lonely but ter- 
rifying world where vicious creatures 
can attack from anywhere.” 

Despite the threat of a toothy 
beast tearing into your throat at any 
moment, Village will apparently pro- 
vide a bit more illumination than its 
notoriously dark predecessor. “There 
are a lot of beautiful, brightly lit 
scenes compared to Biohazard. And 
it’s this contrast of shadow and light 
that will allow you to take a moment 
to really soak in the gorgeous, deso- 
late world of Resident Evil Village,” 
Kawata continued. 


* : 


“IT’S THIS CONTRAST.OF SHADOW AND 
LIGHT THAT WILLALLOW YOU TO TAKE 
AMOMENTTO REALLY SOAK IN THE 
GORGEOUS, DESOLATE WORLD.” 


MASACHIKA KAWATA, PRODUCER 


Of course, when players aren’t 
ogling the pretty scenery, they’ll 
definitely want to watch their backs. 
Resident Evil’s imaginative creature 
designs have been fueling night- 
mares for a quarter of a century, and 
Village looks to add to this horrifying 
legacy with new foes eager to prey 
on our fragile psyches. Like so many 


aspects of the secretive project, 


to uphold. 


LADY OF THE HOUSE 

But while the developer guards 
details on the game’s threats as 
if they’re the last green herb in 


lB Lady Dimitrescu’s 
extra-large chapeau 
ID: ; has become 

synonymous with 
> the mysterious new 
character. 
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however, its monsters mostly remain 
a mystery, one that Kawata is happy 


RE-UNION 


With Resident Evil having marked its 25th anniver- 
sary on March 22, Capcom wanted to celebrate 
the milestone—and reward the series’ passionate 
following—with some extra scares. With that in mind, 
they’ve revealed Resident Evil Re:Verse, a brand- 
new online multiplayer experience free to anyone 
who picks up Resident Evil Village. 

Featuring an appealing comic book-inspired art 
style, the game pits players against each other in 
four- to six-person deathmatch battles. Best of all, 
fans will face off as iconic characters from the series’ 
long history. This means popular protagonists such 
as Leon S. Kennedy and Claire Redfield could wind 
up gunning for each other, or teaming up to take 
down memorable menaces like the chainsaw-wield- 
ing Jack Baker. 

Whether aligning with old friends or lethal foes, 
you'll also have access to powerful bioweapon 
transformations. Once downed by an opponent, 
you'll mutate into a super-charged monstrosity that’s 


Ale P| 


WH RE Re-Verse sees 
Leon S. Kennedy 
reliving some of his 
old Raccoon City 
Police Department 
horrors. 


none too happy about being left 
for dead. Securing virus capsules 
furthers your terrifying transfor- 
mation, ensuring the competition 
will think twice before attempting 
to take you out. The five-minute, 
point-based matches will also un- 
fold in famous franchise locations, like the Raccoon 
City Police Department. 

Re:Verse is less of a fright-fest and more a fun way 
for fans to let loose and celebrate favorite charac- 
ters and locations with like-minded players. We look 
forward to checking it out—and hopefully avoiding 
Mr. Baker’s buzzing blade—when it lands alongside 
Village later this spring. 


‘Ul 
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Raccoon City, Village’s trailers and 
images have hinted at some of the 
bone-chilling baddies we’ll soon fall 
victim to. This is probably as good a 
time as any to address the elephant 
in the room—or, more accurately, the 
nearly 10-foot-tall vampire lady in the 
creepy castle. It’s no secret that Vil- 
lage has become syn6hymous with 
Lady Dimitrescu, an assumed antago- 
nist who just about broke the internet 
when she was revealed alongside 
the game lastyear. 

Kawata flat-out refused to provide 
specifics on the breakout character, 
but he’s clearly enjoyed the buzz 
she’s created and was far more 
forthcoming when-speculating on 
her unexpected stardom. “It seems 
like fans have really taken a liking to 
her! She has a strong, powerful, and 
iconic look, with a touch of mystery 
that seems to resonate with people. 
There’s an expressiveness to her 
that makes her a unique character in 
the Resident Evil series, so we hope 
you get to know her better in the full 


IB This hairy, mallet- 
wielding monster is 


just one.of the few 


, foes to be revealed. 


game,” he playfully teased. 

Secrecy aside, a few details have 
emerged about Lady D. We do know 
she’s 9 feet, 6 inches tall and looks 
good in a fancy hat. In fact, if it 
weren’t for her towering presence, 
her sophisticated appearance and 
elegant attire wouldn’t look out of 
place at the Kentucky Derby. That 
said, based on released materi- 
als—including a brief, playable game 
demo—it seems she’d rather suck 
the blood of her prey than sip mint 


juleps. On top of her vampiric ten- 
dencies, Dimitrescu has three adult 
daughters who can apparently trans- 
form into swarms of flying insects 
whenever they please. Oh, and she 
also sports a massive, bladed glove 
that makes Freddy Krueger’s signa- 
ture mitt look about as threatening as 
a dull butter knife. 


DUKE OF EVIL 
Dimitrescu and her brood suggest 
the series might be leaning more into 


STREAMING SCARES 


Much like one of its biologically engineered viruses, the 
Resident Evil franchise seems intent on infecting any- 
thing it comes in contact with. In addition to Resident Evil 
Village and Resident Evil Re:Verse bringing big scares to 
consoles this year, the series will also spread to Netflix 
with a 3D CG-animated film. 

Dubbed Resident Evil: Infinite Darkness, the movie 
features popular characters Leon S. Kennedy and Claire 
Redfield in an original tale set a few years after the 
events of Resident Evil 4. That 2005 entry, which also 
starred Kennedy, is considered one of the property’s 
best efforts, so it’ll be interesting to see how the film 
potentially builds on its solid foundation. 

The project promises “dynamic action scenes” 
brought to life by “ultra-realistic, high-quality” visuals. 
While this marketing buzz doesn’t guarantee an experi- 
ence any better than your typical game-based movie, 
Netflix’s track record adapting the medium suggests 
Infinite Darkness could deliver the goods. We’ll have to 


BB Resident Evil: 


Infinite Darkness ; wait and see if it can live up to the likes of the streamer’s 
brings the survival \ Castlevania and The Witcher projects, but at the very 
horror series to the } least, fans can look forward to seeing a sharp-dressed 
streaming service. Leon deal with another undead threat. 
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“FANS CERTAINLY AREN’T STRANGERS TO 
APARTICULAR MERCHANT THAT SERVED. 
AS INSPIRATION FOR THE DUKE.” 


MASACHIKA KAWATA, PRODUCER 


- 
Y 


the supernatural, straying a bit from 
previous entries’ focus on bio-weap- 


a favorite character who peddled 
SEARS 

wares to players while amusingly 

onized baddies crafted by clandes- calling them “stranger.” 


tine pharmaceutical giant Umbrella “This odd fellow helps Ethan 


Corporation. That said, other notable 
inclusions represent a return to more 
familiar territory. For starters, players 
will regularly interact with The Duke, 

a portly chap who serves as a vendor 
of sorts. As Kawata teased, the mys- - 
terious salesman has plenty in com- 


mon with Resident Evil 4’s Merchant, |The Duke.” 
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Supplies Aer 


throughout his quest by supplying- 

him with weapons, items and other = 

types of support... for a price. He has 

lots of secrets we aren’t ready to talk 

about quite yet, but fans certainly 
“aren't strangers to a particular mer- 

chant that served as inspiration for 


THESTORY SOFAR : 


If you somehow missed 2017's Resident Evil 7: 
Biohazard—or just couldn’t conjure the courage to 
play it—you might be wondering who Ethan Winters 
is and why this relatively new character is Village’s 
protagonist. No worries, as you don’t have much 
catching up to do. 

Winters was introduced as the hero of Biohazard, 
but he had no previous history with the franchise. 
More clueless mark than seasoned zombie-slayer, 
he quickly gets in over his head at the start of the 
game. Responding to a desperate, cryptic message 
from his presumed-dead wife Mia, he heads to the 
Baker estate in rural Louisiana to find her. Fast-for- 
ward through an incredibly disturbing dinner scene, 
Ethan’s severed hand, and repeated attempts by the 
Bakers to tear him apart, and we learn his wife has a 
sizable secret. 


Working as an operative for i The kidnapping 
a nefarious corporation, Mia of Ethan and Mia’s 
turns out to be the caretaker of a infant daughter 
genetically modified tyke named kicks off Village’s 


Eveline. This being a Resident Evil terrifying tale. 
game, the little girl’s essentially a 

bioweapon possessing the sort of powers you don’t 
want to wind up on the wrong side of. Long story 
short, her unnatural abilities—including mind control— 
turn Mia and the Bakers into crazed monsters. Before 
the credits roll, Ethan’s able to kill Eveline, save 

and escape with Mia—at least in the game’s “good” 
ending—and live happily ever after. Oh, and he does 
all this with the help of Chris Redfield, who makes a 
surprising, late-game appearance. 

But it seems the couple’s salvation is short-lived, as 
Village finds Ethan—now a new daddy—heading to a 
gothic castle in a medieval-looking village to rescue 
his daughter... who’s apparently been kidnapped by 
Redfield. Okay, got all that? Good. Now go say hi to 
the nice vampire lady. 
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For the most passionate fans, picking 
up Resident Evil Village on launch day 
simply won’t be enough to satiate their 
appetite for the survival horror series. 
Thankfully, Capcom’s also releasing a 
pretty epic collector’s edition just beg- 
ging to be preordered. 

On top of the game, the content- 
packed offering aims to win over series 
stalwarts with DLC, ominously dubbed 
“The Trauma Pack,” a cloth map of the 
titular, horrifying hamlet, and a 64-page 
hardcover art book perfect for entertain- 
ing guests with an appreciation for the 
sort of imagery that could turn stomachs 
and bring the bravest of men to tears. 

But that’s all fan-pleasing filler com- 
pared to the collection’s real prize, a 
detailed figure of iconic series character 
Chis Redfield. Sporting a black peacoat 
and some scary-real beard stubble, 
Redfield looks ready to take on what- 
ever this latest heart-pounding romp 
throws his way. That said, he’d probably 
also be perfectly content to spruce up 
your office cubicle or work-from-home 
space. 


Former 
protagonist Chris 
Redfield doesn’t 
look so heroic when 
he’s caught stealing 
a baby. 


Bring home the horrors—and 
Chris Redfield—with Village’s fan- 
servicing collector’s edition. 


inclusion is 
ry system, 


This colorful charact 
also tied to Village's inve 
a feature that calls bi 
chapters’ takes on carefully manag- 
ing rare resources, such as ammo 
and healing items. “In addition to 
having a merchant, space-based item 
management makes a return, with the 
addition of crafting items that have 
been featured in various Resident Evil 
games,” Kawata continued. 

When it comes to unleashing The 
Duke’s goodies on enemies, Kawata 
promised us fans of the last game 
will “feel right at home” behind Vil- 
lage’s combat controls. Once again, 
the first-person perspective will 
ratchet the intensity, making every 
encounter an up-close, personal, and 
absolutely terrifying affair. But this 
time, Ethan’s packing some new de- 
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AND APOTENTIAL NIGHTMARE LURKING 
AROUND EVERY CORNER, WE’RE LOOKING 
TO GIVE YOU THE ULTIMATE SURVIVAL 
HORROR EXPERIENCE. s 


fensive tricks, granting him a fighting 
chance of surviving these in-your- 
face melees. Players will now be able 
to guard against some attacks, for 
example, as well as kick creeps that 
get a little too close for comfort. 

Of course, taking cheap shots at 
a towering female vampire—who 
has just unsheathed a handful of 
foot-long razors and is flanked by her 
equally dangerous daughters—might 
not be the best idea. To that same 
point, we suggest staying out of her 
very long shadow until we can dig up 
additional details on Lady Dimitrescu 
and her motivations. 
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Learning Village’s various secrets 
won’t be easy though, as Kawata 
and his team are determined to keep 
its biggest—and scariest—surprises 
deeply buried until fans can experi- 
ence them firsthand. In fact, when 
pressed one final time to provide 
further details on the game’s story, 
setting or characters, the cagey pro- 
ducer capped our interview with only 
this teasing promise. 

“With tension in every encounter 
and a potential nightmare lurking 
around every corner, we’re looking to 
give you the ultimate survival horror 
experience.” 


Given all the buzz surrounding Resident Evil Village, 
your game-loving little ones may wonder what all 
the fuss is about. Unless you care to subject them 
to nightmares for the rest of their natural lives, how- 
ever, you’ll want to steer them far from the adult- 
aimed survival horror game. 

But this doesn’t mean they can’t still have plenty 
of fun fighting hordes of hungry zombies. In fact, 
The Last Kids on Earth and the Staff of Doom allows 
them to do exactly that and much more, all in an 


action-packed adventure favoring The Last Kids 
lighthearted fun over pulse-quick- on Earth is an ad- 
ening frights. Based on the popular _ venture appropriate 
graphic novels and animated Net- for zombie-slayers 
flix series, the game encourages 10 and up. 


kids to team up with family and 
friends to take on swarms of undead creeps, as well 
as other not-too-scary monsters. 

Starring playable characters from the books and 
show, epic boss battles and upgradable gear, The 
Last Kids on Earth is the rare post-apocalyptic story 
that isn’t specifically meant for a mature audience. 
That’s not to say, however, adults won’t have a total 
blast conquering the Queen of the Slime Monsters 
and cruising around in a truck affectionately called 
“Big Mama.” 


Nothing brings a family together like the common goal of taking down 
a towering creature. 
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MASS EFF 
EEGENDARYZED Im! 


BLAST OFF THIS SPRING al 
BY MATT CABRAL 


ou needn’t look Le 
your favorite heii: 
service to find a science fiction 


film or TV series that’s adored by legions 
of fans. But while there are as many of 
these classics as there are stars in the 


galaxy, such iconic franchises aren't 
quite as plentiful in the gaming space: 

Make no mistake, there’s absolutely 
no shortage of fantasti special effects- 
laden opportunities to exterminate extra- 
terrestrials from behind a controller, but 
only a handful of them focus on story, 
setting, and characterization as much 
as action-packed gameplay. BioWare’s 
beloved Mass Effect trilogy—released 
between 2007 and 2012—is among this 
elite group, standing as not Bt de of 
the interactive medium’s greatest sci-fi 
epics, but a space opera to s any that 
have unspooled on the silver screen. 

Given the leaps and bounds gaming 
tech has made in the last 14-plus years— 
not to mention the millions of players 
who’ve never suited up as Commander : 
Shepard—BioWare and publisher Elec- | 
tronic Arts thought it the perfect time 
to give the role-playing shooter saga a 
fresh coat of polygons. PUBLISHER 

Of course, not all remastered blasts RONIC ARTS 
from the past are created equal, so we OPE 
sat down with Mass Effect Legendary BIOWARE 


Edition’s project director and lead writer PLATFORMS ; —_—~. 
Mac Walters to find out what we can XBOX ONE, PS4, PC . 
expect from this fresh take on the fan- RELEASE DATE 4 
favorite trilogy whenit lands May 14. 05.14.2021 
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INTERVIEW MAC WALTERS 


Walmart Gamecenter: For those 
unfamiliar with the project, can you 
offer an overview of what the Mass 
Effect Legendary Edition is? 
Mac Walters: Mass Effect Legendary 
Edition gives fans and those new to 
the Mass Effect trilogy a chance to 
experience the story of Commander 
Shepard on modern platforms. 
Featuring all three base games in 
the Mass Effect trilogy and more 
than 40 DLC packs, including promo 
weapons, armors, and appearances, 
players will be able to experience en- 
hanced graphics and gameplay, all in 
: beautiful 4K Ultra HD with HDR. On 
Fa top of that, the original Mass Effect’s 
gameplay, environments, and HUD 
’ have been upgraded to make the tril- 
ogy a more cohesive experience. 


WGC: Remasters are pretty common 

i these days, and they obviously vary 
in terms of scope—can you talk a bit 
about the approach to remastering 
these games? 
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MASS EFFECT LEGENDARY EDITION PROJECT DIRECTOR/LEAD WRITER 


MW: When tackling a project that 
means as much to fans as a Mass 
Effect remaster, it’s important 

to really think about what’s 

central to the game experience. 
Throughout early planning stages, 
we considered all options available 
to us, but ultimately decided that 

if we were to change too much 

or reimagine the games at a base 
level, we lost too much of the Mass 
Effect magic along the way. Mass 
Effect Legendary Edition has been 
about preserving that magic, so our 
approach has hinged on improving 
what we can—visuals, performance, 
light gameplay touches—while 
keeping that core experience intact. 


WGC: Can you share additional 
details on the various visual improve- 
ments being made? 

MW: The graphical enhancements 
for Mass Effect Legendary Edi- 

tion have touched on nearly every 
aspect of visual fidelity, from more 
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>.) “OUR APPROACH HAS HINGED ON 
~ IMPROVING WHAT WE CAN—VISUALS, 


PERFORMANCE, LIGHT GAMEPLAY 
LW dak ae KEEPING THAT CORE 
EXPERIENCE ne “4 
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detailed textures, to lighting, to up- 
dated character models. Our hope is 
that rather than noticing a particu- 
lar portion of the visual upgrade, 
longtime fans will see the whole 
package as an across-the-board 
modernization of the trilogy they 
know and love. While seeing your 
favorite characters in 4K for the first 
time will hopefully be a big upgrade, 
we've updated everything—the 
environments, weapons, lighting, 
post-process effects. In the end, this 
should feel like a complete visual 
update that stays true to the spirit of 
the trilogy. 


WGC: Can you offer details on the 
various gameplay improvements? 


MW: The original Mass Effect has 
seen the most significant changes to 
get it closer to the gameplay of Mass 
Effect 2 and 3, including improved 
aiming, a dedicated melee button, 
improved squad and enemy Al, 
updates to the Mako’s controls, and 
more. 


The trilogy’s 
lighting effects and 
shadows benefit 
significantly from 
the remaster. 


WGC: Any quality-of-life changes 
that longtime fans will especially 
appreciate? 

MW: Based on what we’ve been 
hearing from the fans, speedier 
elevators are a welcome change, but 
we’ve made sure that the elevator 
banter between characters remains 
intact if players want to listen to a 
whole conversation play out! We’ve 


“THE GRAPHICAL ENHANCEMENTS HAVE TOUCHED 
ON NEARLY EVERY ASPECT OF VISUAL FIDELITY, FROM 


MORE DETAILED TEXTURES, TO LIGHTING, TO UPDATED 
CHARACTER MODELS.” 


made a lot of tweaks and adjust- 
ments throughout the series that we 
felt made the experience more seam- 
less, such as menu harmonization 
between all three games, allowing 
players to really immerse themselves 
in the moment-to-moment cinematic 
storytelling, and making it feel like a 
more unified experience. 


WGC: Can you talk about the unified 
character-creation options? 

MW: Mass Effect Legendary Edition 
features a unified and updated 
character creator so you can carry 
the same consistent version of your 
Commander Shepard across all titles. 
We’ve added some new hairstyles 
and skin tones as well. We’ve also 
added the popular default female 
Shepard model from Mass Effect 3, 
so players can now have this iconic 
appearance across the entire trilogy 
if they prefer. 


WGC: Can you detail the user inter- 
face experience in terms of how the 


games are presented, accessed, and 
experienced—including any persis- 
tent features? 

MW: All three games will be available 
from a unified launch menu, which 
makes it easy to jump into any of the 
titles as players would like. Players 
have more control on the Ul and can 
even choose between three subtitle 
sizes from the launch menu. We’ve 
also made some significant changes 
to the original Mass Effect to bring 

its Ul more in line with Mass Effect 

2 and 3. 


WGC: Can you discuss the DLC 
expansions that are included? 

MW: We’ve been able to add nearly 
every DLC from the trilogy into Mass 
Effect Legendary Edition. We’re sure 
fans will be excited to see return- 
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ing DLC squadmates, like Javik and 
Kasumi, and of course, the excellent 
send-off to the trilogy in the Citadel 
DLC. 


WGC: Do you think the Legendary 
Edition is aimed more at brand-new 


fans or those who’ve previously 
played the games? 
MW: Mass Effect Legendary Edition 


bridges the gap between those 

two groups really well. Fans of the 
original trilogy are certainly going to 
appreciate the updated graphics and 
ability to have every title together 

on modern platforms, but with the 
quality-of-life changes to the original 
Mass Effect and a wealth of DLC 
available from the get-go, new fans 
are getting the opportunity to explore 
a massive, built-out universe. 


Enhanced visuals 
ensure the game’s 
enemies will look 
more menacing 
than ever. 


A comparison of 
the same Shepard 
from both versions 
displays the dramatic 
difference a 4K face- 
lift can make. 
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FINAL FANTASY VII 


REMAKE’ _ 


REWORKING THE REMAKE 


BY MOLLIE L PATTERSON 
¥ 
inal Fantasy Vil Remake is 
—— Unquestionably one of the 
PUBLISHER most impressive video game 
SQUARE ENIX remakes of all time. 
DEVELOPER After years of pleading with 
SQUARE ENIX Square Enix to breathe new life into 
PLATFORMS the once-groundbreaking RPG, even 
PS5 fans couldn’t have expected just how 
_ RELEASE DATE upgraded and expanded Final Fan- 
06.10.2021 tasy VII would end up upon its return. 


The work the development team is 
putting into letting players relive the 


adventures of Cloud, Tifa, Barret, and 
the rest of the cast is so ambitious, 

in fact, that the remake is set to span 
multiple games. 

And yet, Square Enix has dropped 
a surprise on the world by announc- 
ing that it'll now be making the first 
of those games even better. 

This summer will bring the re- 
lease of Final Fantasy Vil Remake 
Intergrade, a new version of FFVI/ 
Remake built specifically for the Play- 


Station 5. No matter if you’ve already 
completed the original or are coming 
to the remake fresh, /ntergrade will 
feature a host of technical improve- 
ments that all players can appreciate. 
One of the biggest additions 

will be the inclusion of a “Graphics 
Mode” and a “Performance Mode.” 
Graphics Mode will leverage the 
power of the PS5 to prioritize high- 
resolution 4K visuals. But if high 
frame rates are more your thing, 


Even fans couldn“ have expected just how upgraded and 
expanded Final Fantasy Vil would end up upon its return. 


Mm While Cloud and 
Sephiroth will look 
extra hot on PS5, it’s 
the return of Yuffie 
that has us most 
excited. 
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Anyone who owns Final Fantasy VI] Remake on 
PlayStation 4 will get a free upgrade to the base 
version of Intergrade. 


Aerith is hoping 
Final Fantasy Vil 
Remake can go on 
as long as possible 
before the next game 
arrives, because... 
well, you know. 


Performance Mode will focus on 
keeping the game running ata 
smooth 60 fps. No matter which 
mode you pick, you’ll see other 
graphical upgrades as well, such 
as improved lighting, higher-quality 
textures, and enhanced fog effects. 

Final Fantasy VII Remake Inter- 
grade isn’t just about making ev- 
erything look prettier, however. The 
game will now offer a fully featured 
Photo Mode for taking lasting memo- 
ries of your journey through Midgar, 
and an additional “Normal (Classic)” 
difficulty will give you yet more op- 
tions for how you play. 

Best of all, anyone who owns Final 
Fantasy VII Remake on PlayStation 


4 will get a free upgrade to the base 
version of Intergrade. The only draw- 
back for upgraders is they won’t score 
a free copy of the new story DLC, 
which features the surprisingly early 
introduction of a certain Materia-hunt- 
ing ninja (see sidebar “Materia Girl”). 
No matter if you’re looking to 
play the game for the first time, or 
the second, or even seventh, Final 
Fantasy VII Remake Intergrade 
promises to be the definitive version 
of Square Enix’s reworking of one of 
the most popular Japanese RPGs of 
all time. And, if nothing else, it'll help 
us all pass a little more time while 
waiting for Final Fantasy VII Remake 
part two. 
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All right! Well get started 
with a straightforward shot 
on flat ground using your 


at t’s been a while since we’ve 
. Baraat inchoate ‘ seen a Mario Golf game on 
Ry Pare P a home console. Ever since 
2003's Toadstool Tour for the Game- 
Cube, Nintendo shifted its popular 
spin-off series to its portable systems 
with Advance Tour on the Game Boy 
Advance and World Tour on the 3DS. 
Now, thanks to the Switch, we’re 
getting the best of both worlds with 
Mario Golf: Super Rush. 

Super Rush’s new mechanics 
seem to inch Mario Golf just a teensy 
bit closer to becoming a golf sim, 
rather than a more casual arcade 
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game. While the shot gauge still 
works like it did in previous Ma- 

rio Golf games, with timed button 
presses rather than pulling down 

on the thumbstick as in PGA Tour, 
Super Rush’s shot gauge will provide 
even more information. If you’re 

on a slope, for example, the shot 
gauge will curve, letting you know 
how you'll need to adjust your aim 


With that snazzy red polo shirt, 
we can’t help but feel Mario is 
channelling another golfing legend. 


Re 


>> — 


based on the angle of your lie. A new 
scanner will also let you examine 

the course’s terrain so you can get 

a sense of what will happen to your 
shot once it touches down. 

Besides these new mechanics, 
Super Rush is adding a couple of 
new modes that will shake up the 
standard Mario Golf experience. 
Previous Mario Golf titles have had 


Previous Mario Golf titles have had 
some form of speed golf, but Super 
Rush’s iteration takes it quite literally. 
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review 


MOTION 
CONTE ROIES 


One of the biggest additions that’s 
coming to Mario Golf: Super Rush 
is the introduction of motion con- 
trols. You can still play Super Rush 
with the traditional Mario Golf 
controls, but developer Camelot 
has added the option to play the 
game using Wii Sports—style mo- 
tion controls. 

If you have a regular Switch with 
detachable Joy-Cons, you can use 
one of those Joy-Cons as a motion 
controller and gently swing it as 
you would a golf club to make your 
character hit the ball. 

What will be really interesting to 
see is how far Camelot will push 
the motion controls. Will they just 
be a gimmick, or will they become 
the preferred method of play? Can 
we use motion controls in Story 
Mode or just in standard exhibi- 
tion matches? How about in online 
matches? We'll have to wait a little 
longer to find out. 


GG 


some form of speed golf, but Super 


Rush’s iteration takes it quite literally. 


This four-player competitive mode 
will see everyone teeing off at the 
same time. After hitting the ball, you 
have to actually run to where your 
ball landed, using helpful tools like 
Ice Flowers and Super Stars to get 
there first. The first player to sink 
their ball will win that hole. 

The other major addition to Super 
Rush is Story Mode. Instead of play- 
ing as a Mario character, you'll bring 


your customizable Miis into the game 


and build their golfing careers. Your 
Mii will start off as a rookie, but the 
more challenges you complete and 


Available Power 
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How far you'can drive the ball. 


Stamina 
85 
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How long you can dash. 
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How fast you can run. 


How straight you can hit the ball. 


5 


How much you can spin/shape shots. 


tournaments you win, the more skill 
points you'll earn to level up your 
Mii. You can spend skill points in five 
different stat categories—Power, 
Stamina, Speed, Control, and Spin— 
and then use your Mii in standard 
multiplayer matches against your 
friends. Super Rush will also include 
online multiplayer for those who 
have a Switch Online subscription, 
so you can play with friends around 
the world. 

Launching near the start of the 
summer, Mario Golf: Super Rush is 
shaping up to be a great addition to 


the Switch’s games library and a wor- 


thy successor to Toadstool! Tour. G 


§ Allocate 


Mi Nintendo hasn’t 
put as much of a 
spotlight on Miis on 
the Switch, but the 
avatars will play a 
starring role in Super 
Rush’s story mode. 


Super Rush is shaping up to be a great addition 
to the Switch’s games library. 


Celebrating 
25 Years 
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THE ROT STUFF 


BY MATT CABRAL 


FACT FILE 


PUBLISHER 
EMBER LAB 
DEVELOPER 
EMBER LAB 
PLATFORMS 
PS5, PS4 
RELEASE DATE 
TBD 2021 


ast summer, Sony offered 

fans a first look at the poly- 

gon-pushing games that’d 
be coming to its next-gen PlayStation 
5 console. Heavy hitters like Horizon 
Forbidden West and Marvel’s Spider- 
Man: Miles Morales stole the spot- 
light. When the dust settled though, 
it was a smaller, previously unknown 
entry titled Kena: Bridge of Spirits 
that quickly rocketed to the top of 
many players’ most-anticipated lists. 

Developed by Ember Lab, the 

game immediately began garnering 
buzz for its gorgeous visual presenta- 
tion. But as details began to emerge 
about its appealing protagonist and 
clever gameplay concepts, it started 


to stand out as more than just an- 
other pretty PS5 title. 

Kena is a story-driven action- 
adventure, combining fast-paced 
combat, exploration, and puzzle-solv- 
ing, but these familiar elements are 
driven by a number of fresh ideas. 
For starters, the titular protagonist 
is a Spirit Guide, a young heroine 
capable of harnessing the abilities of 
small woodland creatures called Rot. 
Despite their unappealing name, the 
critters are cute, cuddly, and could 
easily carry their own Pixar movie. 

Armed with a powerful staff, Kena’s 
a force to be reckoned with, but ac- 
cording to the studio’s Chief Creative 
Officer Mike Grier, it’s her adorable 


Kena is a story-driven action-adventure, 
combining fast-paced combat, exploration, and 
puzzle-solving, but these familiar elements are 
driven by a number of fresh ideas. 


army that helps differentiate the 
combat encounters from your typical 
melees. “A game mechanic we call 
the ‘courage meter’ tells players when 
their little friends are ready for action. 
Once fortified with courage, the Rot 
help Kena defeat enemies in unique 
ways. They can swarm attackers, 
create piercing projectiles, and even 
form shape-shifting clouds to pummel 
enemies. These abilities become 
more powerful as the player finds and 
builds a larger team of Rot.” 

Recruiting new Rot also factors 
heavily into the game’s focus on ex- 
ploration. As players navigate a mys- 
teriously abandoned village and its 
lush, surrounding forest, they’ll un- 
cover plenty of surprises, including 
100 of these timid but battle-ready 
companions. Growing your team of 
tiny allies—and even customizing 
them with cosmetic items—offers a 
continuous incentive to travel from 
the story’s critical path. 


Don’t let their cute 
facade fool you—the 
Rot are a force to 
be reckoned with in 
battle. 


Kena will need to 
unleash a variety of 
skills and powers 
against the game’s 
bigger bosses. 
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More than just another weapon 
in your arsenal, the Rot also fuel the 
story’s emotional core. “We want 
players to form a strong connection 
to the Rot and use that bond to be 
more effective in combat. We put 
a lot of energy into our character 
development to convey subtleties 
of emotion and expression during 
cutscenes and gameplay. The result 
is characters players will bond with 
and really care about,” Grier shared. 

Despite the powerful PS5 allowing 
all 100 Rot to appear onscreen simul- 
taneously, players won’t be spending 
the entire game wrangling them. As 
Grier pointed out, Kena has bigger 
things to worry about than babysit- 
ting. “She uncovers an abandoned 
village afflicted with corruption. 
Wandering spirits, trapped between 
worlds, sow chaos and unnatural 
decay. Regions are sealed by these 
trapped, corrupted spirits.” 


This menacing setup puts players 
on a quest for relics, powerful items 
that let Kena summon these tainted 
souls, draw them into battle, and, 
hopefully, help them cross over to 
the other side. Not all corrupted 
souls are created equal though, and 
poking the wrong one could find 
Kena facing off against a screen- 
filling foe. Thwarting these more 
significant threats—with the help 
of her huggable companions, of 
course—rewards Kena with access 
to new regions ripe for exploration. 
Besting boss baddies also sheds 
more light on the story, granting 
players additional clues about the 
village’s curse. 

We look forward to diving into 
Kena: Bridge of Spirits’ promising 
adventure—and discovering the Rots’ 
dangerous side—when it crosses 
over to PlayStation consoles later this 
year. 
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THE DUALSENSE 
DIFFERENCE 


The PlayStation 5’s pack-in con- 
troller has made quite a splash, 
further immersing fans in fictional 
worlds with its innovative use of 
haptic feedback and adaptive trig- 
ger technology. Thankfully, Grier 
and his team are also turning to 
this cool tech to crank up the real- 
ism on Kena’s journey. 

“As a Spirit Guide, Kena can 
transform her staff into a bow, and 
this mechanic takes full advantage 
of the DualSense’s adaptive trig- 
gers. When she draws her bow, 
players can feel the resistance in 
the triggers as the wood bends 
and strains under pressure. In 
combination with the haptic feed- 
back, the player has the immer- 
sive sensation of drawing a bow.” 


SPIRITUAL STYLE 


Kena: Bridge of Spirits features a 
striking, Asian-inspired art style, 
but the continent’s cultures im- 
pacted more than the game’s look. 
“The influence of Asian cultures 
on Kena cannot be overstated,” 
Grier said. “Anyone familiar with 
Japanese culture will immediately 
recognize the Shinto elements: 
shrine architecture, symbolic 
masks, and the ever-present 
life force, kami. Our composer 
collaborated with the famous en- 
semble group Gamelan Cudamani, 
blending traditional Balinese and 
Indonesian music and instruments 
into the game’s soundtrack. The 
game shares many of the same 
themes, values, and philosophies 
as these cultures.” 


G? 


-evICW 


UNCENSORED EVALUATIONS FROM THE GAMECENTER EXPERTS 


GAME OF THE MONTH 


MONSTER ENERGY SUPERCROSS - 
THE OFFICIAL VIDEOGAME 4 


PUBLISHER 
MILESTONE S.R.L. 
DEVELOPER 
MILESTONE S.R.L. 
PLATFORMS 

XBOX SERIES X/S, PS5, 
XBOX ONE, PS4, PC 
RELEASE DATE 
03.08.2021 
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ew console launches are 

the perfect time to try a 

game or franchise outside 
of one’s comfort zone. A perfect ex- 
ample is Monster Energy Supercross 
- The Official Videogame 4. While 
fans of the series, or the sport of su- 
percross in general, may already be 
familiar with developer Milestone’s 
past entries, we suspect there will 
also be plenty of new players trying 
it out in search of a fresh next-gen 
experience. 

It’s unfortunate, then, that Monster 
Energy Supercross - The Official 
Videogame 4 can be incredibly hard 
to get the hang of. The tutorial is woe- 
fully short and lacking in guidance 
on how to become a supercross star. 
New players will no doubt gravitate 
toward the career mode, but inexperi- 
enced racers will have to juggle trying 
to learn to handle their bike, keeping 
up with the challenging Al-controlled 


racers, and avoiding getting their 
custom rider hurt in the process. 

The thing is, if you can get past 
the game’s incredibly steep learning 
curve, Monster Energy Supercross - 
The Official Videogame 4 has some 
exhilarating racing action to offer. 
While the road to success can be 
rough, every bit of improvement— 
both in your customized charac- 
ter’s ability tree, and your own skill 
level—can provide satisfying results. 
Further, the game’s various bikes, all 
from real-world manufacturers, have 
a nice weight to them, striking a bal- 
ance in feel between more arcade-y 
racers and deeper-level sims. Both 
the game’s overall challenge and the 
intricacies of vehicle handling make 
winning seem impossible at first, but 
also provide a sense of depth that 
might not exist otherwise. 

In addition to single-player options 
like the career mode and champion- 


BY WALMART GAMECENTER STAFF 


ship races, and the ability to jump on- 
line to compete against other human 
racers, Monster Energy Supercross - 
The Official Videogame 4 offers a few 
welcome ways to take a break from 
the track. You can craft the circuit of 
your dreams—or your friends’ night- 
mares—in the track editor, and the 
open-world-esque compound offers 
a place to race around (and hunt for 
collectibles) without any strict rules or 
requirements. Throughout, the visuals 
are never stunning but still decently 
impressive, especially when it comes 
to the higher frame rate and resolu- 
tion of the next-gen versions. 

Milestone could definitely stand to 
make the series more friendly to new- 
comers. But if you try your best to get 
past the rough parts, or are already a 
supercross expert, then Monster En- 
ergy Supercross - The Official Video- 
game 4 can offer a racing experience 
that’s genuinely rewarding. 
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JOSIER FARES 


DIRECTOR IT TAKES TWO FOUNDER HAZELIGHT STUDIOS 


Though he may only be working on the third project of his career in gaming, Josef 


Fares has already made quite a name for himself in the industry. One of the big 


reasons for that is his dedication to crafting cooperative experiences that work hard 


to bring both the game’s main characters and the player together in new and inter- 


esting ways. To learn more about Hazelight Studios’ new marriage-themed action 


comedy It Takes Two, we teamed up with Fares to go on an adventure to discover 


some of those details. 


WGC: What is it about making cooperative 
experiences that you find compelling? 
Josef Fares: The reason we made A Way 
Out in the first place is that | love playing 
those types of games, and | felt like there 
weren’t enough like them. There wasn’t 
really anything designed specifically for co- 
op from the beginning. And, | strongly be- 
lieve that you can tell great stories around 
two characters. Not only is it interesting to 
have two strong, dynamic characters who 
have different needs and goals, but also 
having two players there on the couch. 


| love to create games so that the players 
are part of the story as well. 


WGC: Can you tell us more about what 
players can expect in terms of gameplay 
in It Takes Two compared to A Way Out? 
JF: Even if A Way Out was varied in its 
gameplay, this is taken to a whole new 
level in It Takes Two. | think we’ve crafted 
abilities and mechanics that compliment 
each other, so it functions way better as a 
co-op game. We’ve learned a lot as a team, 
and we’ve also integrated the story more 


Not only is it interesting to have two strong, dynamic 
characters who have different needs and goals, but 
also having two players there on the couch. 
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with the gameplay. Whatever happens with 
the characters in the story will be reflected 
in the gameplay. And we want to keep the 
experience diverse and fresh the entire 
time. | can guarantee you that’s what it’s 
going to be. It’s impossible to get tired 

of the game. I do sound cocky, but it’s an 
actual fact. 


WGC: One of the unique elements of /t 
Takes Two is that the main characters are 
a married couple. What opportunities did 
that offer when crafting the story? 

JF: | think this type of story plays well with 
the gameplay. It’s quite a fast, humorous 
kind of gameplay, so it feels like a light- 
hearted rom-com or something. It’s a story 
that really hasn’t been tested or done in 
gaming. However, | do have to say, this is 
not a serious, deep dive into marriage. It’s 
not going to raise any big questions about 
divorce or things like that. But | do still be- 
lieve that there are parts that are emotional, 
and there’s stuff that | think is cool to have 
in a video game. Because these are sub- 
jects that aren’t that common to tackle. 


WGC: Another interesting element to /t 
Takes Two is the Friend Pass. Can you 
explain to our readers what it is, and why 
you wanted to offer it as part of the game? 
JF: The idea came from the fact that, if 

you buy this game, and it’s free to play 
with someone on your couch, it shouldn’t 
cost double the price if that person isn’t 
physically in the room. How it works is, if | 
buy the game, | can send you a pass, and 
you can play the whole game with me. You 
don’t own the game, but we can still play 
together. When we came up with the idea 
for A Way Out, the worry was like, won’t we 
lose sales? But it’s the opposite | think. 


WGC: If you could pick anyone famous to 
have as a partner to go on your own co-op 
adventure with, who would it be and why? 
JF: If it’s about surviving, I'd definitely pick 
Bruce Lee. He would be my sidekick, and | 
think he also has a very interesting mindset 
from a philosophical perspective. We’d 
have quite the trip, and talk about life and 
philosophy. At the same time, he could 
protect me when things get rough. 
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Immerse yourself in the game: 


Pair directly to your console 


Learn more: 


Surround yourself with spatial sound technologies 
Use auto-mute and voice isolation for crystal-clear chat 
Adjust your volume with rotating earcup dials 
Enjoy up to 15 hours of battery life* 
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